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Abstract:
real Places in virtual spaces.
we can distinguish geometrically defined or indicated areas of space 
from those areas of space where a structure of social norms gives 
special meaning to movements and actions. A courtroom, a restau-
rant, a corridor each have their appropriate norms that distinguish 
sub-areas and assign behaviors to them. we might call such ar-
eas places as opposed to mere areas of space that have no special 
significance. in this sense of the word place there are real places 
located in the virtual spaces within online games, conferencing sys-
tems, or mixed physical-virtual spaces. As with places in physical 
space, the value of places in virtual space depends on the detailed 
character of their spatiality, the way their textures fit with their social 
use, and on the complexity and humaneness of the actions guided 
by their social norms.
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music,	 images,	smells,	 sounds,	and	so	on.	A	place	 in	my	
sense	of	the	word	is	an	area	of	space	that	has	social	norms	
defining	appropriate	actions	and	movements.

































locations,	 along	 with	 their	 appropriate	 placements	 and	
borders	and	transitions	and	performances.	Not	every	act	
performed	in	a	place	makes	a	move	that	is	significant	in	











































































in	multi-player	 online	 games,	 or	 in	 some	 teleconference	


















































































































































































the	physics	of	 the	place.	 So,	 aside	 from	private	palaces	
where	you	might	enjoy	modifying	the	landscape,	power	
over	virtual	public	places	would	likely	be	confined	to	a	
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Discontinuous Places
Any	place	 involves	 some	discontinuities	 at	 its	 transition	
zones,	at	least	those	at	its	border.	Most	commonly,	place	
norms	make	distinctions	within	the	same	spatial	area,	de-





































More	 discontinuous	 virtual	 places	 are	 possible;	 they	
might	involve	linked	areas	with	wildly	varying	textures	and	





























could	 easily	 accommodate	 a	 half	 dozen	 people.	Chatting	
with	TeleSuite’s	Scott	Allen	.	.	.	my	table	is	flush	against	a	





live	 with	 colleagues	 in	Mexico	 using	 a	 network	 of	 video	
cameras,	 projectors,	 and	 screens.	 Whereas	 conventional	
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